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INTRODUCTION
According to the 1999 report of the National Gambling Impact Study
Commission, gambling has become such an American pastime that legalized gambling of some form now occurs in all but two states (NGISC,
1999). The opportunity to gamble has increased significantly over the last
few years resulting in a significant number of social problems
(Ladouceur, 1996; Shaffer, Hall, & Vander Bilt, 1997; Christiansen,
1998; Hsu, 1999). As the number of facilities and venues for gambling increase, gamblers will begin to choose other venues. This has become very
obvious with the sports of jai alai and greyhound racing. The establishment of state lotteries and gambling casinos on Indian reservations have
reduced the number of fans that used to attend jai alai and has actually
threatened the survival of greyhound racing as a sport (Noriega & Abott,
1998). As the amount of gambling increases and the market for gamblers
and leisure participants become more competitive, marketing professionals will have to find methods of attracting customers and in maintaining
market share. Because of simulcasting and the availability of online gambling, gambling has become a part of the global marketplace, and therefore the number of competitors providing gambling services will increase
substantially. It is already estimated that gambling on the Internet will be
worth as much as $3 billion by 2001 (Brindley, 1999).
This study is driven by the tremendous amount of growth saturation
taking place in the gaming industry, the result of which will force the industry to become far more competitive in the future. While the majority of
all studies tend to investigate gamblers collectively, this study was designed to investigate the differences between gamblers in four major
categories–slots, table games, sports betting, and pari-mutuel wagering.
These four categories were investigated, as they are the four major components of most casino gambling facilities. Even though sports betting
and pari-mutuel wagers are both found in sports books, and most of the
large casinos in Las Vegas have sports books, the individuals participating
in pari-mutuel betting and sports betting activities appear to choose one or
the other when attending sport book operations. This is further illustrated
by the fact that there are numerous slot players on the casino floor that do
not participate in table games.
State lotteries were not included in this study as it was found that state
lotteries lend themselves to all types of gamblers, even casual gamblers,
that may not spend the time to go to a gaming facility. There was even a
significant link between parental and child gambling with most lottery
tickets and scratchcards purchased for the adolescents by their parents and
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it has been shown that these activities in general, may not be perceived by
these individuals as forms of gambling (Wood & Griffiths, 1998).
LITERATURE
In reviewing the literature, there was a great deal pertaining to gambling and the social ramifications of gambling (Hsu, 1999, Shaffer, Hall,
& Vander Bilt, 1997; Phillips, Welty, & Smith, 1997). There was also information pertaining to different types of gambling such as horse races,
etc. However, the literature was deficient in the amount of research related
to those individuals that prefer specific types of games. In casino operations, the main gambling floor houses the slots and table games, and the
sport book operations houses the sport betting and pari-mutuel wagering.
Most fans are familiar with slots and table games, but sport book operations are somewhat new to most gamblers outside of Las Vegas. This
sense of awareness is quickly changing with the introduction of online
betting (Brindley, 1999).
Slots
Gambling and computers have contributed to a vast amount of casino
profits in the area of slot machines. The slot department actually accounts
for over 50 percent of the revenue of most casinos. Even with a lower average bet than table games, slots generate more for the house than table
games. Guests play the slots because even though the odds are large, a table game is not going to pay a guest 1,000 times or 10,000 times more than
their bet. Slots offer guests this opportunity and the majority of casino
gamblers are slot players. A great deal of research goes into the development of slot machines in order to attract players and many of them become
pathological gamblers. In regards to personality, pathological slot gamblers were significantly more impulsive, and scored significantly higher
in neuroticism, and lower in sensation seeking than the average population (Montalvo, Echeburua, & Baez, 1999). Slot players appear by far to
be more chance-oriented than other gamblers. It has been found that
chance-oriented persons decide according to given or estimated odds that
defined the decision problem. Wherein luck-oriented persons, on the other
hand, rely on self-attributions of personal luck, and ignore the probabilities
of decision outcomes (Friedland, 1998). Slots are still the largest money
makers for casinos. Last year, the Foxwoods Resort Casino in
Mashantucket, Connecticut earned a record $65.7 million from its slot
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machines in the month of April, which was up $5.1 million from the year
before (Metro Business, 2000).
Table Games
Table games are those games that are located mainly in casino operations such as poker, blackjack, craps, and others. Because of the amount of
labor that it takes to operate table games, far less money is generated from
table games than slots, and therefore, slots still consume the greatest
amount of floor space. Employees who operate table games are normally
paid above average wages. Therefore, the overhead of table games to the
casino is much higher than slots. The amount of money that a guest or
guests play during the course of table games is called the “handle.” In
most casinos, the handle for table games is for less than that for slots.
Sport Books
Sports books were originally a few freestanding buildings in Las Vegas, which allowed gamblers to wager on major events. More especially,
they were established to wager on horse races. Sports books were not
seen as a major source of revenue but more of a convenience and marketing tool for casinos to attract additional guests, thereby increasing income through other sources. Today, sports books are spacious, well-lit
facilities offering live broadcasts of all major sporting events on multiple wide-screen televisions and can generate a great deal of revenue.
Simulcasting has brought with it new life to sport books. Simulcasting
and the Internet have enabled gamblers to bet on sporting events and
pari-mutuel activities outside of Las Vegas. Simulcasting is the transmission of live horse racing, greyhound racing, jai alai and other types of
sporting events by television, cable or satellite signal from one location to
another. Pari-mutuel wagering is conducted at the sending and receiving
location with a portion of the handle being shared by the sending and gaming facilities. Sports books and off-track betting parlors have gained large
markets because of technology. This off-track betting, which was originally started years ago by wire rooms, is now far more exciting because of
the introduction of simulcasting.
Sports Betting
Team sports have begun to replace horse racing as a favorite means of
gambling in and out of sports books. Gambling on sports has become pop-
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ular, as sports gamblers do not want to take their chances against casino
odds. Sports wagering is far from being an exact science, whereas most
casino games are based upon mathematical probabilities. Sports wagering
is more of an educated opinion. By betting on sports, gamblers think that
they are able to evaluate and handicap the teams and events based upon
their knowledge of the situation and historical data. Handicapping is the
process in which advantages or penalties are given to an individual, team,
or animals in order to equalize the chances of winning.
Because of the consistency and expectations of professional athletes,
the majority of sports betting is wagered on professional sports. However,
it has been found that more than $2.3 billion was wagered on sports in the
United States in 1999 and between 30 to 40 percent of that were bets on
college athletics, primarily football and basketball (Blaudschun, 2000).
Add to this the report that 23 percent of students gambled at least once a
week, it is easy to see that sport betting is big business. The majority of
sports betting takes place in Las Vegas. However, it has been found that it
is surprisingly easy for kids to get involved in gambling; most schools
have either a sophisticated on- or off-campus bookmaking operation with
large student clienteles or legal casinos located within driving distance
(Layden, 1995).
Pari-Mutuel Wagering
Pari-mutuel is still the largest form of betting throughout the United
States and is legal in over 40 states. Pari-mutuel means betting among the
other participants in the game. The pool reflects the popularity. The state
can cut the pot and what is left over goes to the winning players, tax, horse
owners, track, etc. Therefore, pari-mutuel wagering revenues refers to income received from betting on live events on-site and from wagering on
simulcast events held around the world. The wagering by the public on the
events is referred to as the handle. From the handle, a substantial portion is
returned to the wagering public and the residual is retained by the gaming
facility and recorded in its financial statements as gaming revenues. Gambling is increasing throughout the United States and the world and
pari-mutuel wagering is still the leader in providing availability. “New official study” (1999) indicated that 68% of Americans report having gambled at least once in the past year and in 1998, people lost $50 billion in
legal wagering, a figure that has increased every year for two decades.
Even though there are differences in the types of games preferred, the
majority of gamblers appear to have the same traditional patterns of engagement and behavior when it comes to the gaming process. The litera-
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ture did show that some pari-mutuel bettors demonstrated a utility toward
using their money for gambling before paying taxes on funds to gamble
(Johnson, O’Brien, & Shin, 1999). The intention of this study was to try
and identify some of the differences in behaviors, activities, and attitude
of gamblers that indulge in different types of gambling. This is very significant for those individuals that would like to market or provide satisfactory services to a specific group.
Online Betting
Online casinos and at-home simulcasting capabilities are like having a
sports book in the home, along with other types of gambling choices. Online casinos are quickly becoming a part of the gaming industry and are
trying to collect a share of the gaming market. This growth is due mainly
to the increasing number of home PCs and the easy access to the Internet.
Some of the apprehension preventing this market from exploding with
growth is the legal questions involved and security issues. If the money
becomes large enough, big-name casinos will probably begin to take bets
via the World Wide Web. What the backlash of this rapid expansion will
be is unknown. There are still a lot of social issues centered on gaming as a
whole, so it is difficult to imagine what the future will bring to gambling at
home. It is obvious that the technology is already in place, and is actually
improving. At this point, it is the regulatory issues that are retarding the
growth.
PURPOSE OF THE STUDY
The purpose of this study was to examine the behavior of gamblers who
frequent different types of gaming outlets or preferred different types of
games, and to determine the differences among these individuals in their
behavior and attitudes toward that particular event and to examine the differences. It has been found that gamblers engage in gambling because it
provides excitement, a sense of accomplishment, and an opportunity to
broaden their knowledge (Chantal & Vallieres, 1995). The purpose of the
study was not to try and determine why certain individuals become pathological gamblers or problem gamblers but to explain some of the similarities and differences of those gamblers that appear to prefer certain types of
games. The global increase in competition for discretionary income of
gamblers will require marketing professionals to become aware of ways
of identifying and attracting their target markets. The “New official
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study” (1999) has illustrated how proliferated gambling has become.
They stated that gambling sites are increasing on the Internet and telephone gambling is legalized in several states. Universally available,
“round-the-clock” gambling may soon be a reality. This study is of importance to marketing professionals, as motivation is a key determinant of
gambling involvement.
METHODOLOGY
The increase in the number of gambling facilities has led to the investigation of the behavior that is associated with gamblers that prefer a specific type of game. Because of the increased competition, it is necessary to
identify these behaviors in order to market to these individuals. As a result
of the literature review, a questionnaire was developed and administered
to a sample of individuals that frequent a gambling facility offering different types of gaming. The sample was randomly selected from every other
charted bus, with a total of 10 buses having a capacity of 45 passengers per
bus. The customers who frequented the gaming facility were people from
the neighboring states: Pennsylvania, Delaware, New York, New Jersey,
and Washington DC. A total of 122 consenting individuals completed the
survey, yielding 27% response rate. Additionally, 20 of the participants
were interviewed for in-depth information regarding why individuals
would prefer certain types of gaming activities.
Data were analyzed to see if there were any differences in the behavior
of individuals that prefer certain types of games within four different categories. The questionnaire was used to gather data relative to each gambler’s propensity to gamble on a certain type of gaming activity. An
analysis of the questionnaire is located in the findings.
FINDINGS
As illustrated in Table 1, the individuals in all categories appear to frequent a gaming facility at least twice a month. Approximately 50 percent
of the table game players attend a facility several times a week, followed
by pari-mutuel players at 42 percent. About 57 percent of slot players frequent facilities about three times a month. None of the respondents appear
to have enjoyed themselves at the facilities on a frequent basis. Of course
gambling is often seen as a hidden addiction (Pavalko, 1999). In reviewing the amount of skill connected with the gaming activity, only a small
percentage of the non-slot players felt that their skills were less than aver-
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TABLE 1. Crosstabulation: Respondents’ Characteristics versus Types of
Games (N = 122)

Characteristics
Age
21-31
31-40
41-50
51-60
Over 60
Annual Income
$21,000-30,000
31,000-40,000
41,000-50,000
51,000-60,000
61,000-75,000

PariMutuel
(N = 26)
N (%)

Slots
(N = 59)
N (%)

1 (3.8)
5 (19.2)
8 (30.8)
8 (30.8)
4 (15.4)

2 (3.4)
6 (10.2)
20 (33.9)
21 (35.6)
10 (16.9)

2 (7.7)
20 (76.9)
4 (15.4)

3 (5.1)
45 (76.3)
8 (13.6)
2 (3.4)
1 (1.7)

Sport
Betting
(N = 16)
N (%)

Table
Games
(N = 21)
N (%)

4 (25.0)
12 (75.0)

5 (23.8)
8 (38.1)
7 (33.3)
1 (4.8)

12 (75.0)
3 (18.8)
1 (6.3)

17 (81.0)
3 (14.3)
1 (4.8)

Miles from regular gaming facility
Less than 50
Over 50 but less than 100
Over 100 but less than 150
Over 150

2 (7.7)
5 (19.2)
12 (46.2)
7 (26.9)

2 (3.4)
10 (16.9)
38 (64.4)
9 (15.3)

How often do you go to your regular gaming facility?
Several times a week
Once a week
About three times a month
About twice a month

11 (42.3)
3 (11.5)
11 (42.3)
1 (3.8)

14 (23.7)
9 (15.3)
34 (57.6)
2 (3.4)

Do you enjoy your experience at the gaming facility?
Sometimes
Most of the time
All of the time

20 (76.9)
5 (19.2)
1 (3.8)

46 (78.0)
11 (18.6)
2 (3.4)

13 (81.3)
3 (18.8)

19 (90.5)
2 (9.5)

How good do you consider yourself about gaming?
Less than average
About average
Slightly better than average
Above average

8 (30.8)
15 (57.7)
2 (7.7)
1 (3.8)

24 (40.7)
30 (50.8)
4 (6.8)
1 (1.7)

5 (31.3)
8 (50.0)
3 (18.8)

3 (14.3)
15 (71.4)
2 (9.5)
1 (4.8)

3 (18.8)
10 (62.5)
3 (18.8)

3 (14.3)
13 (61.9)
5 (23.8)

8 (50.0)

11 (52.4)
3 (14.3)
6 (28.6)
1 (4.8)

8 (50.0)

age. However, over 50 percent of the players in all groups felt that they
were above average players.
In accordance with the data in Table 2, over 50 percent of all gamblers
established a budget before attending a gaming facility, with an average
gambling budget of about $150. The majority of all gamblers appear to exceed their budgets by at least 25 percent, and the ATM appears to be the
method of choice for obtaining additional funds. The excessive betting
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and exceeding the budget may be due to the fact that money rewards may
only play a limited role in the maintenance of gambling behavior. There
are other factors, including “near-misses,” excitement, and social rewards
that should be taken into account when trying to explain persistent gambling (Griffiths, 1999).
Table 3 illustrates that none of the groups thought that they were any
smarter because of their choice of games. However, a larger percentage of
pari-mutuel and table game bettors believe that they have a 25 percent or
more chance of winning. Since the vast majority of all groups responded
that they break even or win about 10 percent of the time, it should be accepted that it is possible that most of them lose 90 percent of the time. A
large amount of this loss is due to the takeout by the facility. Because
pari-mutuel and sport betting facilities take a percentage of the handle,
this can be seen as a constant leakage in the betting pool. Or, in the case of
table games and slots, the “law of large numbers” works to the advantage
of the gaming facility. Since over 50 percent of all categories lose about 90
percent of the time, not going back to the gaming facility is often considered. However, gamblers who usually return as excessive gamblers also appear to be greater risk takers (Powell, Hardoon, Derevensky, & Gupta,
1999).
Other than sports betting, the respondents replied that someone had
stated that the individual might have a gambling problem. However, these
respondents stated that they had not asked for assistance to stop gambling.
Some of the problems may be attributed to alcohol, as alcohol was used by
the most of the respondents. Case studies show a relationship between
substance abuse and gambling (Ladouceur, Boisvert, Pepin, & Sylvain,
1994). An additional study also shows that substance abuse and problem
gambling often overlap (Feigelman, Wallisch, & Lesieur, 1998). It is also
evident that if gamblers are unable to visit a gambling facility, the vast majority of gamblers in all categories will attempt to find a method to place a
wager.
Slot machines were definitely played by all four of the age groups. The
age group of 41 and older, which accounted for 50 percent of the slot players, preferred slot machines to any other type of gambling. Additionally,
the data show that slot players can come from any income group. Because
all age groups play slots, this is probably one of the reasons why slots account for the largest amount of income in most casinos and why it is believed that slot machines actually bleed gamblers (Maurer & Aubin,
2000). It was also found that the slot players were not as willing to make a
single size bet as large as the bettors in the other three categories. Over 90
percent of slot players and pari-mutuel players were more apt to place $2
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TABLE 2. Crosstabulation: Gaming Financial Perspectives versus Types of
Games (N = 122)
PariMutuel
(N = 26)

Slots
(N = 59)

Sport
Betting
(N = 16)

Table
Games
(N = 21)

18
8

41
18

9
7

16
5

1
3
18
4

1
11
35
10
1
1

2
10
2
1
1

2
13
6

How much do you exceed your budget if you do?
By about 25%
By 50%
By 75%

21
3
2

48
9
2

14
2

17
4

Is there an ATM machine on the facility?
Yes
No

24
2

54
5

14
2

19
2

Do you use the ATM machine to exceed your budgeted
amount?
Yes
No

21
5

46
13

11
5

14
7

Does the facility provide check cashing?
Yes
No

25
1

54
5

16

19
2

Do you ever cash checks to exceed your budgeted
amount?
Yes
No

6
20

5
54

3
13

4
17

Do you try to borrow from your friends?
Yes
No

4
22

6
53

2
14

2
19

Approximately how often do you lose all of the money you
budgeted to gambling?
About 50% of the time
The majority of the time

23
3

56
3

12
4

19
2

5
2
6
13

8
6
11
32
2

2
1
5
8

2
1
3
14
1

Gaming Financial Perspectives
Do you establish a budget before you come?
Yes
No
Average Budget
$50 or less
$51 to $100
$101 to $200
$201 to $300
$301 to $400
$401 to $500

What is the largest single financial wager you have ever
made?
$5
$10
$20
Over $50
Over $100
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TABLE 3. Crosstabulation: Gaming Behaviors versus Types of Games

Gaming Behaviors
If you have a particular game to gamble upon, table
games, sport, slots, pari-mutuel, etc., do you feel that
people betting on other types of wagers are not as smart
as you?
Yes
No
How often do you realistically expect to win?
About 5% of the time
About 10% of the time
About 25% of the time
About 50% of the time
More than 50% of the time

PariMutuel
(N = 26)

Slots
(N = 59)

Sport
Betting
(N = 16)

Table
Games
(N = 21)

4
22

10
49

2
14

3
18

17
3
6

2
40
6
9
2

12
2
2

11
2
8

How often do you break even and leave?
About 5% of the time
About 10% of the time
About 50% of the time
Never

23
1
2

2
51
1
5

1
12
1
2

18
1
2

Have you ever considered not going back to a gaming
facility because of losing?
Yes
No

21
5

48
11

12
4

18
3

Have you ever left a gaming facility saying that you would
never come back because you had lost too often?
Yes
No

21
5

50
9

12
4

15
6

Has anyone ever told you that you may have a gambling
problem?
Yes
No

13
13

29
30

6
10

14
7

Have you ever asked for professional help to try and stop
gambling?
Yes
No

1
25

3
56

1
15

1
20

How much do you drink if alcohol is sold or given away at
the gaming facility?
Do not drink
About 1 drink
About 2 drinks
About 3 drinks

3
1
21
1

7
3
48
1

3
1
11
1

3
3
14
1

Have you ever had an alcohol-drinking problem?
Yes
No

3
23

5
54

2
14

2
19

If you cannot attend gaming facilities do you find other
means of placing a bet?
Yes
No

20
6

48
11

11
5

17
4

192

JOURNAL OF HOSPITALITY & LEISURE MARKETING

bets or less. Additionally, slot players do not seem to remain within their
budgets as over 50 percent of them either use ATMs or check cashing to
exceed their budgeted amounts.
The data show that those individuals that play table games will usually
be found in the age group of 41 to 60 and older. Of the respondents who
play table games over 90 percent are in this age group. Of the respondents
that preferred table games, over 90 percent of them were in the $31,000 to
$50,000 income level. More than 66 percent of the individuals that bet at
table games were willing to make a single bet of over $50. A large percentage of table game players appear to maintain a larger budget for gambling
as compared to the other categories and when playing table games, 47 percent expect to win as compared to the other categories.
Those who preferred sports betting are in the range of 41 to 60 years
old. The levels of this age group would probably change if a larger group
of sports bettors could be sampled. The reason for this inference is due to
the fact that there is such a large amount of illegal wagering on sports.
Presently, the only place to legally place a bet on sports is in Las Vegas,
however, the majority of college towns have a huge amount of illegal
sports betting being conducted, and a substantial amount of this wagering
is conducted by college students (Layden, 1995). Over 75 percent of all
sports bettors were in the $31,000 to $40,000 income level. The majority
of sport bettors were willing to wager larger bets than pari-mutuel bettors
or slot machine players. More than 50 percent of the individuals that bet
on sports were willing to make a single size bet of over $50. At least 75
percent of gamblers that bet on sports seem to think that they can only win
less than 10 percent of the time.
The data shows that of those gamblers that prefer pari-mutuel wagering, over 61 percent of them fell into the age group of 41 and older and had
an average income of about $30,000 to $50,000 a year. Over 95 percent of
the respondents that wagered at pari-mutuel betting made $2 wagers. This
response could be a result of their being a minimum $2 bet at most
pari-mutuel operations. Over 70 percent of this category are willing to
travel over 100 miles to gamble at a pari-mutuel facility, and they would
normally carry a stake of about $200. About 69 percent of pari-mutuel bettors appear to establish a budget for themselves and about 80 percent
would also use an ATM machine to increase their amount of funds if necessary. Approximately 80 percent also exceeded their stake by 25 percent.
Only about 15 percent of the pari-mutuel wagers were inclined to borrow
money from their friends if they exceed their stake. The data also shows
that 50 percent of the pari-mutuel gamblers have been told that they have a
gambling problem. However, over 95 percent of pari-mutuel bettors actu-
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ally expected to win over 10 percent of the time. This is in keeping with a
previous study wherein 80 percent of the respondents said that they gambled
to win money (Adebayo, 1998).
It did appear that certain individuals preferred certain games because
they thought they had an influence on the final outcome of winning or losing. For example, in the case of those individuals that preferred
pari-mutuel wagering, and sports betting, they thought that having the
ability to handicap the event, provided them with some form of control
over the final results of winning or losing. Additionally, the arousal and
sensation of future events could also act as a motivator, since arousal is
likely to be a by-product of an interaction between a decision-making
strategy and information (Coventry & Norman, 1997). Therefore, in the
case of these individuals, it was thought that the independent variable of
handicapping would have an influence over their ability to affect the dependent variable of the outcome of winning or losing.
The same was found with those individuals that preferred table games.
They appear to think that the independent variables of skill, money management, and control would allow them the benefit of influencing the outcome of winning or losing. However, with handicapping events the
number of intervening variables are huge and most handicappers were not
willing to admit the amount of influence that intervening variables of skill,
money management, “lady luck,” etc. may have on the outcome of these
events. Pari-mutuel and table game players perceive that there is a difference between luck and chance (Friedland, 1998).
One common area that can be associated with gamblers in all four categories is chasing. Chasing is the act of continuing to gamble to try to recover losses. It has been found that the phenomenon of chasing is
identified as one of the central characteristics of the behavior of pathological gamblers (Breen & Zuckerman, 1999). Because of chasing, the gamblers in all four of the categories will extend their past gambling budgeted
amounts. Additionally, sensation seeking is correlated with subjective
arousal, bet size, expenditure on betting and loss of control (Coventry &
Brown, 1993). In fact, the increasing access to legalized gambling is likely
to result in a higher prevalence of pathological gambling behavior among
individuals who are more vulnerable because of familial factors (Eisen,
Lin, Lyons, Scherrer, Griffith, True, Goldberge, & Tsuang, 1998).
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CONCLUSION
From the findings it is evident that there are gamblers who prefer different types of gaming activities and the vast majority of them think that they
can win even though the handle and mathematical odds will work against
them over the long run. However, regardless of the method of gambling,
because of the availability of gambling, gambling is increasingly becoming a problem for many individuals throughout the world. Gambling is
currently the fastest growing industry in America. It is not just individuals; state governments have also become hooked on the revenues generated by casinos. As a result many governments are exploiting rather than
warning their citizens (Horn, 1997). An article in the New York Times,
“Millions are problem gamblers” (1999), stated that more than 5 million
Americans are pathological or problem gamblers, and 15 million more are
at risk of becoming just like them. It was further stated that gambling sites
proliferate on the Internet and telephone gambling is legalized in more
states. Increasingly a larger fraction of the public can place a bet without
ever leaving home at all. Universally available, “round-the-clock” gambling may soon be a reality.
Since this is an exploratory study, a more in-depth study may be needed
to investigate the behavior of those individuals that participate in the betting of state lotteries. Now that the novelty of lotteries has worn off, in the
residue of this did the implementation of the lotteries develop a vast number of pathological or problem gamblers? Presently the majority of research is geared toward the growth of gaming facilities and online
gambling. However, there is still a tremendous amount of wagering on
state lotteries, which is evident by the size of the pools. Are the sizes of the
pools representative of the masses or a majority of problem gamblers?
This needs to be investigated as the states also spend a great deal of money
in the marketing of these lotteries. The fact remains that increases in the
availability of gambling is related to increases in the number of problem
gamblers (Ladouceur, Jacques, Ferland, & Giroux, 1999).
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